dps Velocity 7.5 “Faster. Sharper. Easier.”

By Tor Rolf Seemann

It seems the non-linear editing market has finally realized the prominence of the web is not just a passing phase.  This is evident when looking at the latest offering from Digital Processing Systems (DPS) the turnkey dpsVelocity 7.5 solution.  Not only are we talking about one of the fastest NLE solutions available out there to date, we’re also talking major versatility with an affordable price tag.

When I took a look under the hood I immediately understood the meaning behind the name “velocity”.  Built solidly around a dual-processor motherboard, the system can be configured with one or two Pentium III processors and up to a gigabyte of memory (256MB included). Throw in on-board Ultra-2 LVD SCSI, two 9.1GB Ultra-2 LVD SCSI system harddrives (one for the operating system and one dedicated to dpsVelocity audio material), a 48x SCSI CD-ROM drive, armor it in an all steel American-made case and you've got a rockin’ system that will deliver a screaming performance for all your posting needs.  The foundation of every dpsVelocity editing system is the new Reality studio digital disk recorder card. This sophisticated hardware, which supports compressed and uncompressed video recording modes, guarantees an image so defined it surpasses Digital BetaCam.  Amazingly compact, the Reality card combines the functions of a dual stream DDR, video mixer/keyer, real time 3D effects processor, multi-channel audio mixer, SCSI controller and two graphics framestores in a single PCI slot.  If only my staff could multi-task so well.  And the Reality card never once asked me for a raise.

dpsVelocity boasts a very straightforward graphical user interface that permits even the greenest of cutters a shot at high-end non-linear editing. dpsVelocity can perform any function directly from the mouse or, for the advanced users, by keyboard shortcuts. Shots are captured in the gallery and then moved directly to the timeline by drag-and-drop. Entire ranges of clips can be unleashed on the timeline in the sequence you arranged them in the bin or as dps calls it: the “gallery”, making rough cuts almost instant.   As long as they don’t start calling the timeline a “canvas” than I think I’ll be OK.  Wherever a video clip on V1 overlaps a video clip on V2, a transition clip appears between them, with a duration equivalent to the amount of overlap.  A shifted double-click on the transition will bring up over 400 pre-made 2D and 3D effects - over 200 in real-time with absolutely nothing to render.

Version 7.5 features the ability to add index markers and even split large clips at index marks. Splitting a clip at index markers in the gallery will create thumbnails of the split segments, which can then be trimmed separately based on i/o points defined by the originally marked index points. When I edit, I prefer to digitize all my raw footage and media into a small number of large files, and then sub-clip them to death.  I find this gets me into the project faster, and lets me have more creative options during the edit.  Dps makes this very easy now with the ability to mark clips during long captures with index markers. Once the capture is complete the clip is then loaded into the ‘gallery’ as normal, with index information. And now with the newly added Index functions in the trim window, I can choose to split this one large clip at index markers, creating a group of separate thumbnails and/or sub clips, reducing the edit time immensely.  Another advantage of 7.5 that will no doubt increase the velocity of your digitizing process is on the fly capture.  I was able to hit the capture button while playing my raw footage, and capture it with a reel name and timecode info.

I was pleased to discover that dps has spent some time enhancing their project management architecture. Projects can now be managed easily and efficiently in a variety of ways. Benefits of dpsVelocity's Project Management include:

· Backward Compatibility: Version 7.0/7.1 projects, timelines and galleries can be loaded into 7.5. 

· Project Portability: Automatic search and linkup capabilities now allow projects to be easily transferred from one computer to another after running a "consolidation" function. 

· Project Versioning: Allows the creation and maintenance of multiple versions of a project so that editors can experiment freely without risking the destruction of the original project, and without needing to copy the entire project. 

· Project Backup: Provides an easy way to back up projects using any general purpose backup program. 

· System Maintenance/Efficiency: Projects utilize unique folders on both system and media drives allowing easy clean up and deletion. Also, common default input/output folders can be used to share project material (e.g. video clips, titles, effects, etc.) among projects. 

· Sharing Project Sections: Timelines (whole or sections) and galleries can be imported from one project or version to another. 

· Project Recovery: Abnormal terminations now recover the entire project including all versions, galleries, as well as timelines. The user can select recovery from a choice of the automatically saved recovery project and the last three user-saved projects. 

DpsVelocity allows direct machine control of any RS-422 or IEEE1394 equipped deck, including such DV cameras as the Canon XL1, Sony PD-150, and JVC DV-500U. Batch captures may be executed at a low resolution, saved like an EDL, modified after the fine cut edit, and reloaded into dpsVelocity to control a recapture at higher resolutions for the final edit. After the client awards you with the long awaited green light, the full resolution edit may be "printed" back to tape, even within the DV camera, for a seamless, completely digital edit path.  DpsVelocity even supports frame-accurate print-to-tape, using SMPTE code to perform inserts on masters. This eliminates the need to re-record the entire master when a change must be made on linear tape.   And for daring professionals trying their hand at HD or using your nonlinear system for offline editing, dpsVelocity exports and imports EDLs from all leading editing programs.

If you are very comfortable on Adobe Premiere and like the sound of this dps hardware package you may want to consider the dpsReality and Premiere bundle, also available from DPS. DPS's Premiere plug-in gives you access to compressed or uncompressed video stored on dpsReality media drives and provides direct support for DVA and DPS audio and video files. Dialog boxes, real-time keying, and the capture window are all based on the existing Premiere interface, while new DPS interface windows provide access to real-time effects including DPS Fades and Wipes.

IN USE

I was most impressed with Velocity’s ability to encode and output Web-ready video streams in RealMedia and Windows Media formats.  It could not be simpler. Working on my editorial reel, which I force myself to do every 6 months.  I decided it would be pretty cool to stream the latest version on my website for some potential clients to view.  After selecting Live Clip from the Gallery options I placed the icon thumbnail in the timeline.  Then, after creating my titles, prerecorded materials, transitions, I made a Web-ready video stream that I broadcast from my Movie Output menu.  Compression options allow for single-stream or multistream compression that can target data rates from 28.8k modems to cable/DSL. Although I had to predetermine timing issues for effective title overlays, this is certainly a key feature that has the potential to both simplify webcasting and improve standard web production values.  A bundled application called DVD Quickbuilder allows you to mark index points on the timeline to determine DVD chapters quickly.  I found the tools provided to simplify the final creation process – it was possible to localize clips from across a network and batch output files.  Combined with the ability to print to tape or export an EDL, this system's capabilities cover the complete range of my output needs.

If there is one thing I noticed that is different about the dpsVelocity package that I could not ignore is its raw speed and fluid scrubbing.  I’ve had the opportunity to work on just about every NLE out there.  I have never enjoyed scrubbing a timeline like I did on this.  I swear it was like a well-oiled analogue deck with a jog shuttle knob.  Forwards and backwards equally as well.  I forgot what a joy this was for me back in the day of linear editing.  

I must also admit a grand appreciation for the ability to achieve two graphics overlays on top of a transition in real time.  DPS’ render bank technology that remembers renders minimizing the need to re-render.  And lastly, the DPS virtual file system which enables seamless integration with third party graphics applications and supports workgroup file sharing.

IN SUMMARY

DpsVelocity 7.5 is a solid choice for smaller market stations, government institutions, schools and post houses with a significant need for live web streaming.  I found the dps Reality hardware to be very robust and feature rich. While the software offered a solid base of functionality to the hardware – it did not amaze me.  The layout of the interface offers cumbersome if not limited access to frequently utilized features.   If you like the idea of live streaming your edits on the web, or creating live programming and rolling in material from your edit suite than without question, this is your best solution.   And the company’s tag line of “faster, sharper, easier edits” is warranted.  I found that getting my media in and out of the system was efficient, the hardware provided broadcast quality images, and the software was a quick learn.

DPS promises exciting things in next version 8.0, which will be unveiled at NAB2001 this month.  A couple advancements to look forward to are: multi-camera editing, real-time garbage mattes, and multiple timeline support.  For the first time, the DPS booth will be located at the Sands Expo Center. The new location brings DPS’ postproduction product line closer to the Internet web streaming and professional postproduction attendees for whom they are designed.  This will also be DPS’ first NAB as part of the Leitch family. The full range of DPS professional postproduction products will be on display in the DPS booth at the Sands, while DPS synchronizer and TBC products, now branded with the Leitch name, will be shown in the Leitch booth at the Las Vegas Convention Center. 

